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SAFETY INFORMATION 

ABOUT PHJTOSt^SniVE SEIZURES 

A very small percentage of people may experience a seizure when exposed lo certain visual images, 
including Flashing lights or patlenu thai may appear in video games. Even people who have no 
history of seiiures or epilepsy may hove on undiagnosed condition lhat (an cause these 
"photosensitive epileptic seizures' while watching video gomes. 

These seizures may hove a variety of symptoms, Including lightheadedness, altered vision, eye or 
face twitching, jerking or shaking of arms or legs, disorientation, confusion, or momenlary loss ol 

owa reness. Seizures rrtoy also cause loss of consciousness or convulsions thai can lead to injury from 
falling down or striking nearby objecls. 

Immediacy stop playing and consult a doctor if you experience any of ihese symptoms. Porenls 
should watch for or ask iheir children abaul the above symptoms — children and leenagers are 

more likely than adults lo experience ihese seizures. 

The rislt of photosensitive epileptic seizures may be reduced by sitting farther from ihe television 

screen, using a smaller television screen, playing in a well-lit roam, and nal ploying when you are 

drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor before 

playing. 

Other Important Health and Safety Information 

The Xbox- Instruction Wonual conlains important health and safely information lhat you should 

read and understood before using ihis software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially Front- or rear- projection types, can 
be damaged if any video games, including Xbox games, are played on them. Slatic images 
presented during the normal course of game ploy may "burn fn" to the screen, causing a permanent 
shadow of the static image lo appear at ail limes, even when video gomes ore not being ployed. 
Similar damage may occur from static images created when placing a video game on hold or pause 
Consult your television owner's manual lo determine if video games con be safely played safely on 
your set. If you ore unable to find this information in the owner's manual, contort your television 
dealer or the manufacturer to determine if video games con be ployed safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for play, 
or circumvention of copy protection is strictly prohibited. 
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iiAMl 1M AY CONTROLS 



right trigger - fire 



left trigger ADS 



X button - Ton Grenade 



left thumbstick = 

Move Around 

Click to Sprint 

{muitiplayerl 

Back bunon- 

Mission Objective* 

Scoreboard 

(mtilliplayerl 

START button^- 
Pause/Options 




V I j u lion Up Stance/Jump 



B button = Down Stance 

A button : 



Black burton - 
Pick Up/Use Object 

White button Reload 



directional pad 

f | Switch Weapons 

m = Lean Right 

* Lean Left 



right thumbstick = 
Leek Around 



XBOX UW AW A III: 

Xfaox itfak a high-speed or broadband Inlemer gaming community where you con create a 
permanent gamer identity, set up o Friends List wild other players, see when they're online, 
invite them to play and talk to them in realtime as you ploy. 

CQN.NEtTE.NG 

Before you can use Xbox Live, you need to connect your Xbox console to o high speed or 
broadband Internet connection and sign up for the Xbox //Ve service, la determine if Xbox 
live is available in your region and for information about connecting to Xbox live, see 
www.xbox.com/connect. 



INTRODUCTION 

Ho Mfa$ioii ho Diffiait 

Ho Svtfifkp ho Greet 

QutyFinl 

— J$1 Infantry Division motfo 

The First Expeditionary Division was officially organized an June 8, 1917, and the initial units 
sailed to Europe the following week. On July 6th, the unit was officially designated as the 1 st 
Infantry Division. On the morning of October 23. the first American shells were launched in 
World War I. Two days later, the first American casualties of the war were suffered. Both were 
from the 1st. 

Nicknamed the "Big Red One" for its distinctive patch prominently worn on the left shoulder, 
the Fighting First was the first American unit deployed to (he Western front in World War II. 
They were the first to liberate a European town r and the lint to take o Germ on city. 

They faced off against Rommel's Afriko Korps, attacked Mussolini's ttalian Corps armies, repelled 
the Hermann Goring Panzer Division and stormed Hitler^ Fortress Europa. They were ordinary 
soldiers asked to overcome extraordinary challenges. They are ihe Big Red One. 

In Call of Duty 2: Big Red One, you will fight side by side with your squad as history comes 
alive. Following the Fighting first into Africa, Sicily and Normandy, you'll need your buddies 
around you, and they II need you. Thots what war is about, and it's what Coll of Duty 2: Big Red 

One is all about. 

Inwor r no one fights o! one. 

PROFILE MANAGER 

After starting (alt of Duty 2: 8ig Red One, youll see the Profile Manager screen. If this is your 
first time playing, create a new profile by selecting an empty slot by pressing a direction on the 
directional pad and pressing the A button. Use the directional pad to move the cursor and press 
the A button to select your profile name. When finished, sefect the door icon on the lower right 
of the screen. 



MAIN MENU 

SIKSLEPLAVER 

As members of the Big Red One, you and your squad will take part in many of the bottles that 
changed the fate of the world. Take ihe fight to Ihe Vichy French, Italian and German armies on 
land, sea and in the air! 
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MULTIPLIER 

Take the war online! Get ready lo fight 
with or against ployers From around the 
world in up lo 1 6 player games! Please 
read ihe Multiplexer section to learn 
more about how lo get started in (oil of 
Duty 2: 8ig Red One online play. 

OPTIONS 

In the options menu, you can customize 

your game settings. 

BAMEPLAV 

• Subtitles— When this is On, subtitle text will appear for all cinematic takeovers. 

• Crosshair —Turn Off your crosshair for a greater challenge, 

• Friendly Tags— Selecl On to view the name and rank of your allies when you 
target them. 

• Alternate Tank Control— With this On, the lank will move in the direction the left 
thumb-stick is pushed. With this Off, the left thumbstick controls the direction the chassis 
is facing, and moving the left thumbstick up or down actually moves the lank, 

• Enable ADS Toggle— With this On, pulling the left trigger once enables ADS, which 
con then be disabled by a second pull of the left trigger. 

CONTROLLER 

• invert Aim— When set to On, moving the right analog slick up makes your character 
look down, and vice verso, 

• Vibration— Turn the controller vibration Off or On. 

• Horizontal Sensitivity —Adjusl your left and right look sensitivity. 

• Vertical Sensitivity— Adjust your up and down look sensitivity. 

• Configuration— Choose hetween four preconflgured controller settings. 

SOUND 

■ Volume— Adjust the slider to change the volume, 

bonus materials 

All unlocked rewards can be found in this menu. Rewards are unlocked as single player 
missions are completed. 



PLAYING THE GAME 

SINGLE PLAYER 

'Once more the % Red One was to carry the heavy end of our stick." 
— Lieutenant General Omar Bradley, commander of the U.S. First Army 

In the single player campaign, you play as an untested Private in the Big Red One. Thrown into 
combat for the first time, you'll learn Fa rely on your squad to survive, Ihe success of your 
squad end the completion of your mission depend on how well you move, how well you shoot 
and, perhaps most importantly, how well you keep your wits about you. 

Each mission starts with a briefing from your commanding officer, explaining ihe current 
situation and mission goals. Listen care fully— this information may save your life. 



SQUAD MEMBERS 

Sgt. Glenn "Hawk" Hawkins— Bern and raised in Duluth, 
Minnesota, Sgt. Hawkins supported his mother and two sisters 
through high school ofter their father headed off to work one 
morning and never returned. He has a stoic demeanoF and is 
known as o man of few words. Sgt. Hawkins does have a dry 
wit that occasionally surfaces, helping him bond with his men. 
At age 31 , he's very strong from years of manual labor in the 
steel mills. 

PvL Alvin "Brooklyn" Bloamfield— Despite his nickname, 
Pvt. Bloomfield, Tl years old r was born and raised in the Bronx. 
He was the youngest of o large Jewish Family where his mother 
kepi the house while his father ran o small neighborhood market. 
A huge baseball fan, Pvt. Bloomfield would skip school whenever 
possible to watch his idol Joe DiMaggio ploy ball. He freely admits 
he "ain't gal the smarts" and says he enlisted so he wouldn't 
have to go to college. He originally wanted to join the Air Force 
but was too short. 

Pvl, Stephen Kelly— Originally from Bridgeport, Connecticut, 
Pvt. Kelly led an affluent life as the only child of a highly 
respected surgeon. Graduating at the top of his class, he went on 
to study English and French literature at Yale University hefore 
being drafted after his second year ot school. Evec since he was a 
kid, Pvt. Kelly loved to read, and has diligently kept a detailed 
journal of his thoughts. A thin 20 year-old kid with a pale 
complexion and red hair, Pvt, Kelly is in relatively good shape 
and wears glasses. 










Pvt. Victor "Vic* Denley — Denley spent his formative 

years in I he smoll town of Jean, Texas, (population 300) where 

his (other was a mechanic who ran the local filling station. He 

aflended high school nearby in Wichita Foils, and while he never 

made much of a mark with his grades, he made one hell of a 

linebacker for the stale-ranked Bulldogs He enlisted ihe firsi day 

he could with the full intention of 'tearin' off Hitler's mustache 

and shovm it up his...'' Despite his enthusiasm, he's also a 

notoriously bad shot— it once look him an entire clip to hit a practice target that wos only 

45 feel awoy. Ai oge 25, Pvl. Denley has iree trunk legs and a I hick torso to motch, 

Lt. Norman Delaney— Originally from Chicago, Lt Delaney 
was a born leader. His father, a decorated WW I Lieutenant, 
encouraged his son to take on the challenge of West Point's 
demanding curriculum. He quickly excelled there, and become 
obsessed wjih The lactks of war. One thing That sets Lt. Delaney 
apart is his ability to somehow remember the names and stories 
of every single grunt under his command, This personal touch 
engenders confidence in his men. 

Pvt. John Jackson "Schmitiy" Smith — Born ond raised just 

outside of Cleveland, Pvt. Smith wos always good with his hands. 

His father worked in a bank and his mother wos an elementary 

school teacher, bui Smith was never happy unless he was fixing a 

piece of machinery. Long before the war in Europe, Pvt. Smith 

was stationed as a mechanic in an Artillery Division where he 

fixed guns and vehicles for several years. However, the 1st 

Infantry needed replacements, and he suddenly found himself 

heading lo bottle withoul a single day of combat training. Pvt. Smith was in pretty good shape 

at oge 28 when the war started, but his time behind the scenes fixing busted up machinery has 

left him a bit doughy, 



SAVING & 
LOADING 

To save a game, you'll need at 
least 1] blocks free on your Xbox 
Hard Disk. 
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Temporary checkpoints are available I h rough out each mission as you progress, A message 
appears when ihese automatic checkpoints are reached. 

If you die, you con restart at the last checkpoint passed. Once a mission has been completed, 
it unlocks on the Single Player Chapter Select screen. If you quit during a mission, you'll 

restart at the beginning of that mission the next lime you play. Each profile has its progress 
saved sepai ately. 

Difficulty Level— Choose between Easy, Normal or Hard difficulties when storting a new game. 

IN-GAME DISPLAY 
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Compass 




Stance Indicator At Men Text and Icon Health Bar 



Compass— The compass is useful for navigating your surroundings and getting your bearings. 
Your current objective is displayed as o star, which gets closer to the center of the composs as 
you approach it, The small green arrows indicate your allies and the direction they're facing. 
The small red dels show the localions of nearby enemies, ihough only when they make their 
presence known. 

Stance Indicator — The icon drsploys the figure as standing, crouching or prone depending 
on the stan re selected. 

Action Text and icon— Whenever you're standing neor an item that con be picked up or 
used r this icon oppenrs along with o description of your possible actions. This includes picking 
up health or weapons, operating a stationary gun or getting into o vehicle. 






Health Bar— This bar indicates your current health status. The bar reduces in size as you 
lose health. Once the bar is empty, you're officially killed in nrlion Throughoul your journey 
you'll encounter various types of health kits. Walk over a health kil or walk near it and press 
the Black button to pick it up far a quick boost of health. 

Ammunition Counter —The box above the health bor is your ammunition counter The first 
number indicates ihe number of rounds in your currenl weapon's clip. The second number 
indicates ihe total number of available bullets for the current weapon. The number of 
remaining grenades is shown above the ammunition counter. 

Crosshair— Use your crosshair to aim your weapon. When you run or walk, the crosshair 
widens, indicating the lock of accuracy fhat comes from attempting to aim while moving, 
The wider the crosshair, the less accurate your shols will be. When you stop moving, you 
automatically sleady your weapon aod the crosshair narrows. Its often wisesl to fire when 
completely stopped lo ensure accurate shots. Crouching or lying prone also keeps the 
crosshair focused, and i Is advisable to use these positions whenever passible 

Damage Indicator— Anytime yau take damage, a red marker appears around the center of 
the screen, indicating the direction from which you're being attacked, 

Mission Objectives — Throughout your campaign, mission objectives change dramatically 
depending on Ihe situation. Press the Back bullan to show your mission objectives and get a 
status oa each one. Incomplete or in -progress mission objectives appear in green text. 
Completed mission objectives appear in grayed-oui text, 

MOVEMENT 

Walking and Running— Though walking is slower thaa running, walking allows you lo shoot 
more accurately (your crosshair doesn't widen as much as when running). Move ihe left 

thumbstick slightly to wolk r or move it oil the way To run. 

Looking/Turning Around— Move the right thumbstick to look around without moving. Keep 
in mind that you can odjust your horizontal and vertical sensitivity from the Controls screen 
found in the Options menu. 

Crouching and Going Prone— As soon as yau enter your first battle, you II find that a 
soldier who stands around often winds up dead. A shrewd player mokes use of both the crouch 
and prone stance positions in the thick of battle to keep cover, avoid enemy fire and move 
without exposing himself to danger. Keep in mind that while crouched or prooe, you'll be 
harder to hit, hut won! move as fast as when standing. Additionally, when prone, youll crawl 
on your belly at a very slow pace and won't be able to fire ot all while moving. 



g — Press ihe Y button while standing to perform a jump. Use this maneuver to 
navigate ihe terrain or reach areas that would otherwise be inaccessible, 



WEAPON CONTROLS 

Firing Your Weapon— To fire your currently selecied weapon, pull the right trigger. 
Some weapons ore fully automatic (they continue to fire os long as you hold the right 
trigger) and some are semi automatic or hove single-shot capabilities (each pull of the 
right trigger produces a shot). In general, it's best to fire the automatic weapons in short 
bursts 10 increase your accuracy. 

Ammo and Reloading— If a weapon runs out of ammo, you'll automatically reload You can 
perform o manual reload at any time by pressing the White button, as long as you have extra 
ammo For that weapon. Yau wont lose the bullets in a partially full dip whea you reload, so it's 
often safesl to have a fully loaded clip at all limes. If you're running low oa ornmo, pick up 
extra ammo from a fallen comrade's weapon of the some type by wolking over it, You can also 
use weapons from fallen enemy troops 

Aiming Down the Sight (ADS)— To aim down the sight, pull the left trigger button. 
Thi* brings the weapon up from your hip lo your lace so you can look down the sight (or 
look ihrough the scope in the cose of scoped rifles}. Aiming down Ihe sight gives you a slight 
zoom effect, enabling you lo be significantly more accurate. However, when aiming down 
the sight, you move slower than normal ADS tan be performed on many mounted WGs and 
oiher rurreii. 

Leaning— To lean, press ^ or 
^ on Ihe directional pad. The 
ability to lean around corners 
and obstacles is essential lo your 
survival. Leaning minimizes your 
exposure in potentially 
dangerous situations and allows 
you lo look into rooms, around 
coiners and otherwise peek from 
behind cover to survey ihe 
situation You can also fire white 
lean in g j though you can still he 
seen and fired upon. 

Throwing Grenades— Toss a grenade by pressing ihe X button. Be careful of me 
large btost radius; you con easily hurt nearby allies or yourself. Grenades ore highly effective 
at scattering groups of enemy troops or forcing them to abaodon their cover. You can "cook" 
the grenade by pressing and holding the X button for a few seconds before releasing it. This 
allows you to time the explosion so ihe enemy won't be able to escape or throw the grenade 
back. M2 fragmentation grenades have a slightly unpredictable fuse that lasts 
roughly lour seconds, so be sure you've tossed it before then! 
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Melee Attack — Sometimes the proximrTy of your enemies makes it difficult la aim your 
weopon and defend yourself properly. For these close-quarter situations, you have a meJee 
attack that allows you to strike the enemy ot dose range with the butt end of your weapon. 
Press the A button for o melee attack. 
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Swapping Weapons— You can 
usually only carry two weapons at 
a time (not including grenades). If 

you see a weapon you want to 
pick up, walk over la it until you 
see the weopon pick-up icon, then 
press the Black button to pick the 
item up. If you already have two 
weapons in your inventory, you'll 
be swapping your current weopon 
for the new one. 

Switching Weapons— You can qukkly switch between your weapons by pressing 
f and 4 on the directional pad. 

Deploying Machine Guns— Throughout the game youll come across machine guns with 
bipods. Although these weapons are hard to shoot while moving, you can deploy the bipod, 
which greatly increases their accuracy but prevents you from moving. To deploy the bipod, get 
down lo the prone position and pull the left trigger, Pulling the left trigger again retracts 
the bipod ond allows you lo move normally. 

Stationary Weapons —To use a stationary weapon (such as on MG42], move up la the 
weapon until you see the stationary weapon icon, Press the Black button to mount the weapon 
and fire with the right trigger. Press the Block button again lo dismount from the weapon. 
Many weopons will eventually overheat after lengthy firing periods. Be sure to loy off the 
trigger to allow the barrel to coal down. 

Commanding a Tank— The use of armor in combat can often turn the tide of battle. Without 
tank support, infantry is completely vulnerable to enemy fire While in a tank, pull the 
right trigger for the main cannon, and press the X button for the caaxiol machine gun r Move 
the right thumbstick to rotate the turret ond move the left thumbstick lo move the Tank itself. 
Pull the left trigger to toggle your view to inside the tank. 
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take call of Dim i. big red one be^ng the box 

KBdx live is a high-speed or broadband Internet gaming community where you con create a 
permanent gamer identity setup a Friends List with other players, see when they're online, 
invite them to play and talk to them in real-lime as you play. 

CONNECTING 

Before you can use Xbox Live, you need to conned your Xbox console to o high speed or 
broadband Internet connection and sip up for the Xbox live service, To determine if 
Xbox live is available in your region and for information about connecting to Xbox live. 
see www.xbox.com/connect, 

SVSTEMLINKPUV 

r*au can connect two Xbox consoles together using an Xbox System Link Cable, or up to 16 
Xbox consoles using an Ethernet hub and standard Ethernet cables. Refer to your Xbox 
Instruction Manual for more information about how to do this. 

Select Multiplayer from the Main Menu, ond then select Play System Link to start. 

"The trouble with the Big Fed One H that it thinks the US. Army 

consists q! the hi tnkntty Division ond ten million replacements. '" 

—Anonymous 

VOICE CHAT 

Depending on the game type, during multiplayer gomes you'll be able to chat with your 
teammates. The voice chat feature is automatically activated when you conned your Xbox 
Communicator. The voice chat feature uses a proximity detection system, so youll only be 
able to talk to or hear players within your general area. 

quick match; 

This is the fastest woy into the action. Once this option is selected, youll be oble to select which 
gome type you'd like to ploy and be automatically shown available games. 

a Pit match 

Select this option to find and join a specific gome. From this menu, you con specify game type, 
the number of players, the mup you want to play on and other options, A list of games 
matching your criteria will be presented so you can pick the game of your choice. 




CREATE MATCH 

This option allows you to Creole 
and host a gome. Once yoor gome 
has been created, other players 
will see I Ms information in the 
Match List and can attempt 1c join 
it. When starling a game, you'll 
get the following options: 

* G ame Ty pe — Choose t h e 
lype of game you wanl to 
setup. 

* Mop— Choose the map 
you wont la play on. 

* Map Rotation —This determines what map will be played once the current game has 
been completed (when the score or time limit has been reached). 

* Time Limit —This sets how long each game will last in minutes. Once this lime limit is 
reached, ihe game ends. 

* Score Limit— This sets the number of points needed for a victory in a Deathmotch or 
Team Deoth match game. For a Capture the Flag game, this number will be the Capture 
Limit. Once this score is reached, the gome ends 

* Round Limit —Select the number of rounds each game will last. 

Press Ihe Y button lo bring up the Advanced Options for each game type. Please note that not 
all options are available for each game type, 

* Friendly Fire— With this setting enabled, players on the same team will be able to 
damage each other. Watch your fire! 

* Res pawn Time— Depending on this setting (measured In seconds), players will be 
forced to wait before they're able to respawn. 

* Max Players — Selecl the maximum number of players allowed la join your gome. 

* Lost Man Standing— This option gives eoch player only one life. Once you've been 
lulled, you'll be unable to play again until the current game ends. Note that this option 
is unchangeable for some game types. 

OPTIONS 

You ton change your gomeplay and other sellings from ihis menu. 



PLAYING THE GaME 

Tie Multiplier game controls are the same as those far Single Player, wilh o few additions. 
Press the Back button to bring up the scoreboard. Pressing the START button brings up the 
In Go me menu with the following options: 

• Select Weapon —Select the weapon you want from the available weapons. You will 
get the new weapon once you've been killed and respawned. Each side has their own 
selection of weapons. 

• Switch Team — Use this option to select which leom to join. Your choice affects the kind 
of weapons available to you. 

• Hosi Options —This only appears for the host. The host con change the game settings 
by selecting Change Settings. Once changes are mode, the hosi can decide la save the 
changes for later (they will go into effect for the next gome) or apply ihe changes now 
[which may end the current gome and reslort with the changes made). The host can also 
kick a player if the need arises. 

• Call Vote— Selecting Call Vote allows a player to call a vote to kick a player, 
change the map or change the game type. All players will be notified when a vote 
hos been called. 

• Respond to Vote— Once o vote hos been called, select this option to allow players 
to vote. 

• Options — Change your game option in this menu. 

• Suicide — If the worst should happen, use this option to kill your plnyer. 

• Quit— Exit ihe gome lo the Multiple yer main menu. 

Sprinting— Click Ihe left thumbstick button to sprint. The stance indkolor displays how 
much sprint time is remaining. Once your sfamina is depleted, you'll automatically stop 
sprinting and the indicator will slowly refill. You connat fire your weapon while sprinting. 

flMTLEFIELQ PRt)M0TIi)h£ 

Miltiplayer games feature a battlefield promotion system thai rewords players for their 
individual and team-based success. New ranks are awarded when you achieve a certain number 
of points, which ore given for achieving ob|ec lives, leading or assisting the capture of o flag 
and killing enemies. As your rank increases, you will be able la corry more equipment (i.e., 
more grenades, ammo) as well as gel access to special weapons listed below. Mote that 
different weapon load outs have different rank rewards, and higher ranks hove faster recharge 
limes on ihe special weapons. 

• Artillery Strike —You can use the binoculars to call in an artillery strike. Equip 
the binoculars, go into ADS mode, mm where you want the strike and pull the 
right trigger 



Health Pack —Once fully recharged, selecl ihe heallh pack and pull the right trigger 

to drop it to heal yourself or your I earn males. 

Ammo Pock— Once fully recharged, selecl the ammo pock and pull ihe right trigger 

to drop it to restock your or your teammate's ammo. 

Satchel Charge — Once fully charged, select the satchel charge and pull the righl 

trigger to throw it, They are signifkonlly more powerful ihon grenades ond con also 

be "cooked," 



I1I< LPFUL TIPS 

Nobody Makes li Alone —Success in Colt of Duty 2: % Red One relies on a well- 
coordinated and cooperative squad. Your squadmales help fight the enemy by providing 
cover fire ond assisting to eliminate threats. Above all, lisle a to your squad leader' Do 
exactly whot he says, and you'll stay alive. 

Know When to Be ihe Hero— The soldier who runs into the thick of bailie with guns 
ablaze often winds up dead. Although you'll frequently be called upon to make split second 
derisions, a levelheaded and patient warrior is Ihe one who returns home to his family. 
Remember lhat a deadly threat could be lurking around any corner, wall, window or rock. 
Stay alert, move deliberately and don't try anything stupid. 

Use Cover — Every battle environment you encounter will have o range of available locations 
la keep out of sight ond out of the path of incoming bullets. Crouch and crawl behind solid 
cover as much os possible— you never know when new threats will spot you, and you can be 
sure Gerry won't hesitate ta shoot you dawn in your tracks. 

Stay Mobile— Think you found o good spot for cover? That may change in a matter of 
seconds. Although pausing lo regroup, assess threats, reload weapons or replenish health is 
always necessary, don't slay in one location for too long. You never know when the enemy 
may discover you and compromise what you thought was a safe lacation. If you hear artillery 
or mortor fire in the distance, stay mobile. You may not survive if a stray shell lands near you. 

Be Thorough— Clear buildings and combat areas with a meticulous and thorough search. 
Enemies moy lie in silence, waiting for you or your squad to get careless. Be prepared to 
expect just about anything behind every door. 

Reloading— Always reload your weapon after a firefight so you can be os prepared as 
possible for the next engagement. Another enemy could be just around the corner, and 
entering a conflict with low ammunition could cost you your life. 

Leaning— When progressing through combat areas, use your Leaning ability lo peer around 
waits, doors, windows and other obstacles. You'll be harder to see and harder la shoot should 



enemies be an Ihe other side. You can also lean around obstacles la fire on the enemy, getting 
the jump on your targets and suppressing threats os quickly and safely as possible. 

Stance— Be mindful of your stonce at oil times. Soldiers that walk tall on the battlefield 
often find themselves coming home in a box. Crouching or lying prone keeps your profile low, 
making you harder To see, and more importantly, harder to shoot. 

Grenades — Using grenades to soften up enemy positions will often be the difference between 
success and failure. Although you have an extremely limited supply at the onset of a mission, 
enemy grenades can sometimes be found in the battlefield. 

Sprinting— In mulliplayer-only games, master the ability to sprint from cover point to cover 
point. Practice crouching behind cover, standing up, sprinting ta another cover point, then 
quickly crouching or lying prone. Enemies moy fire at you, but your speed makes you a more 

difficult target to hit. 

Multiplayer Vehicles— Learn the nuances of the vehicles, as well as the map choke points 
that can allow a well -equipped bazooka toting soldier to disable your vehicle. Always 
remember thot a single cunning enemy can destroy the most powerful tank. 
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PRODUCT LICENSE AGREEMENT AM) 
WARRANTY REPLACEMENTS 

IMPORTANT - READ CAREFULLY: USE OF THIS PRODUCT IS SUBJECT TO THE SOFTWARE 
LICENSE TERMS SET FORTH BEUM "PRODUCT" INCLUDES THE SOFTWARE INCLUDED WITH THIS 
AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR 
ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH 
SOFTWARE AND MATERIALS, BY OPENING THIS PACKAGE, AND/OR USING THE PRODUCT, YOU 
ACCEPT THE TERMS OF THIS LICENSE WITH ACT! VISION, INC. r ACTIVISION' ]. 

LIMITED USE LICENSE. Ac ti vision grants you the non exclusive, no n -transferable, limited right 
and license to use one copy of this Product solely and exclusively (or your personal use. All rig his 
nor specifically granted under I his Agreement are reserved by Ac ti vision. This Product is licensed, 
nor said. Your license confers na if tie or ownership in I his Product and should not be construed os 
a sale of any nghls in this Product 

OWNERSHIP All litle, ownership rights and intellectual properly rights in and to this Product and 
any and all copies thereof (including hut noi limited to ony titles, computer code, themes, objects, 
{fi [traders, character names, stories, dialog, catch phrases, locations, concepts, arrwork, 
animation, sounds, musical compositions, audio visual effects, methods of operation, moral 
rights, and any related documentation, incorporated into this Product} are owned by Atfivision or 
its licensors. This Product is protected by the copyright laws of the United States, international 
copyright treaties and conventions and other laws. This Product contains certain licensed materials 
and Activislon's licensors may protect their rights in the event of any violation of this Agreement, 

YOU SHALL NOT: 

• Exploit this Program or any of its ports commercialiy, including but not limited to use at a cyber 
cafe, computer gaming centre or any other location-baud site. Activision moy offer a separate 
Site License Agreement to permit you to moke this Product available for commercial use; see 
the contact information below, 

• Sell, rent, lease, license, distribute or otherwise transfer this Product, or any copies of this 
Product, without the express prior written consent of Activision. 

• Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative 
works of this Product, in whole or in port. 

• Remove, disable or circumvent any proprietary notices or labels contained on or within the 
Product. 

• Export or re-export this Product or any copy ar adaptation in violation of any applicable laws 
or regulations. 



ACTIVISION LIMITED 90-DAY WARRANTY 

Activision warrants to the original consumer purchaser of ihe program fhal the recording medium 
on which Ihe program is recorded will be free from defecls in material and workmanship for 90 
days from the dale of purchase. If the recording medium is found defective wilhin 90 days af 
original purchase, relum back to the place of purchase, with receipt for refund or replacement. 

This warranty is limited to the recording medium containing the program as originally provided 
by ACTIVISION and is not applicable to normal wear and tear This warranty shall not he 
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any 
implied warranties applicable lo this product are limited to the 90 day period described above. 

EXCEPT AS SET FORTH ABOVE. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER 
ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, 
FITNESS FOR A PARTICULAR PURPOSE OR NON INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVI5EON, 

For all Warranty replacements, please return to the store of purchase along with your receipt or 
proof of purchase. 

If you are returning the software product after the 90-day warranty period, hut within one year 
after the dote of purchase, please contact Activision on 02 9869 0955. Note: No returns will be 
issued unless you have contacted Aclivision first. 

If an Activision representotive advises you that your game is valid for a return, please return the 
original software product disc to: 

Activision Asia Pacific, Level 5 r 51 Rawson St Epping r NSW 2121, Australia and include: 

1 . A Photocopy of your doled sales receipt 

2. Your name ond return address, lyped or clearly printed 

3. A brief note describing the defect, the problem(s) you encountered ond the system on which 
you are running the software product, 

4. Please include a cheque or money order for AUD 525 per disc replacement (subject to 
availability). 



LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION 0E THE PRODUCT, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, 



COMPUTER FAILURE OR MAI FUNCTION AND, TO THE EXTENT PERMITTED BY LAW DAMAGES FOR 
PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES ACTIVISION S LIABILITY SHALL HOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE 
TO USE THIS PRODUCT. SOWE STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG 
AW IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF 
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND 
YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION. Wilhout prejudice lo any other rights of Activision, this Agreement will terminate 
automatically if you Fail 10 comply with its farms and conditions. In such event, you must destroy 
all copies of this Product and all of its component ports. 

I H JUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement 

were not specifically enforced, you agree that Aclivision shall be entitled, without bond, other 
security or proof of damages, to appropriate equitable remedies with respect lo breaches of this 
Agreement, in addition to sued other remedies as Activision may otherwise hove under applicable 
lows. 



INDEMNITY You agree to indemnify, defend and hold Activision, its partners, affiliates, 
(effractors officers, directors, employees and agents harmless from all damages, losses and 
expenses arising directly or indirectly from your acts and omissions to ad in using the Product 
pursuant Jo the terms of this Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license 
between rhe parties ond supersedes oil prior agreements and representations between them, It 
moy be amended only by a writing executed by hath parties. If any provision of this Agreement 
is field to he unenforceable for any reason, such provision shall be reformed only to the extent 
necessary to make it enforteable and the remaining provisions of this Agreement sholl not be 
effected. This Agreement sholl be construed under California Jaw as such law is applied to 
agreements between California residents entered into and lo be performed within California, 
except as governed by federal law and yon consent to the exclusive jurisdiction of the state and 
federal courts in Los Angeles, California. 

If you hove any questions concerning this license, you may contact Activision at 3100 Ocean Park 
Boulevard, Santa Monleo, California 90405,+ 1 (310) 255-2000, Ann, Business and Legal 
Affairs, lego l@octivision.com, 
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CUSTOMER SUPPORT 

CUSTOMER AND TECHNICAL SUPPORT. 

Online Services with Actmsion Forum, E-Mii! and File Library Support. 

We advise for cos! efficiency that you use our online web support, 

Web Support 

http://www. Qtfivkionxom/wppQft 

Our support section of the web bos the most iip-to-dnTe information available. We update the 
support pages- daily so please check here firs? for my solutions that you require. 

This service is available 24 hours a dcy, 1 days a week and offers a fully comprehensive list 
of known issues os well as providing the tatesr updates/patches. 

TECHNICAL SUPPORT IN AUSTRALIA 

In Australia, for Technical Support, Hinls end Tips, pteme call 1 902 263 555 

Calh are charged a I S148 (inc. GST) per minute. 

In \\l for Technical Support, please call 0800 HO 1 1 0. 



E-REG FOR AUSTRALIAN CUSTOMERS 

Do you wonl Jo receive news on new gomes and special offers for Aclivision customers? 

Regislef On line at http://e reg.activision.com .au 

Complete the registration farm & help us keep yau ^formed about Aclivision 

gurries. You will he notified of upcoming releases & ijecial offers. 

Note: flctivisron Asia-Pacific is commihed to safeguarding the privacy of information 

entrusted to if. Accordingly, Aclivision complies with all relevanl legislation 

concerning the collection, use, security ond distbsure of personal information. 

for Technical Support and Customer Service in areas not listed, please conioct your 

focal distributor or Aclivision vio online. (Please note the online support is available 

in English only]. 



